








Gil sila erin lO govaded vin... 

In this issue of Hall of Fire, we have four new 
items that were forged during the First Age of 
Middle-earth, any of which could add new 
twists to a campaign. Also, we have an 
adventure for new campaign or on-going 
campaign that will add a bit of mystery to the 
adventure. 

We hope you enjoy this latest issue and happy 
gaming. 

Farad vaer. 

Micah A. Walles (Razor77) & 

Celebraen 

Co-Editors Hall of Fire 
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The Road Goes Ever On 

Waking up in Fangorn 

by Micah A. Walles ( razor77@halloffire.org ) 

Here is an adventure that is great for starting or established groups. It should be set in the late Third Age, and 
the characters involved should have a reason to be in Minas Tirith. While the players wake up in Fangorn, 
they fell asleep in Minas Tirith. 


Order of Play 

Waking up 

Everyone wakes up in "a dark and dank forest," 

They have no recollection of how they got there. If 
this is a starting group, they may not know who 
anyone else is. The last thing any of them 
remember is going about their business in 
Minas Tirth, A track test (TN 10 + 2 
for dim light) will find the tracks 
they left on the way into the 
forest,. With a complete 
success, they find that the 
only tracks are theirs. On 
a superior success, they 
find that the tracks were 
left about four hours ago. 

If they get an 
extraordinary success, 
they find some tracks that 
can not recognize, those 
tracks were left less then an 
hour ago. As they follow 
the tracks, they lead directly 
into a tree. The tracks look as if 
the tree was not there when the 
when the tracks were made. The tracks 
continue on a straight line on the other side of 
the tree. In the distance there are sounds like trees 
falling. 

Outside the forest, it is mid-morning. The 
surrounding land is primarily plains with some hills. 
No sign of any type of settlement can be seen. 
Within a few minutes, a horse-drawn cart comes 
from the north. He pulls up to the heroes and asks 


them were they are going. As he engages them in 
conversation, he lets them know that he is going to 
Minas Tirth and would be happy to give them a ride 
if they would like. He is a merchant and is on his 
way back to Minas Tirth from Dale. He mentions 
that he would like to help them figure out how 
- they ended up in Fangorn. The ride 

back to Minas Tirth is uneventful. 

Return to Minas Tirth 

When they get into Minas 
Tirth they go straight to 
his shop to unload his 
cart. Waiting there is his 
patron, Dolraf. He 
introduces himself and 
listens to the story. 
Having heard the story, 
he volunteers any help he 
can and also asks if the 
heroes would be willing run 
an errand for him after they 
have investigated what 
happened. 

After leaving the shop, the heroes may wish to 
try figuring out what happened to them. If they they 
wish to go back to the inn(s) that they were staying 
at, they find that everything is in order. Their 
rooms had been paid up, and in fact, there is still a 
few more nights that are already paid. Even if a hero 
did not have enough money, the inn has been paid 
and their own purses are not any lighter. In their 
rooms, they find that any items that were not with 
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them are still there as they were left. There is no 
sign of foul play, or of them having been removed 
from the rooms against their will. Upon asking the 
staff of the inn where the money had come from, it 
was left with a note saying that the hero had been 
called away, but would return for their gear, and may 
need a room when they returned. The notes had 
not been retained. 

The heroes, if they had horses, might also 
investigate the stable where their horses where 
being kept. Just as with the inn, the stable(s) have 
been paid in advance for the care of their horses. 
And again the money to do so was not taken form 
the heroes' purses. The request to keep the horses 
along with the money was brought by messenger. 
The message was brought in the day after the heroes 
left Minas Tirth. The manager of the stable did not 
keep the note, and does not remember who brought 
the note to him. 

They might also endeavor to retrace their steps on 
that last day in Minas Tirth. If they do so, nothing 
brings to mind anything that might have caused 
them to leave, or they the woke up in Fangorn 
Forest. They do find that their memory of that day 
does seem a bit hazy. 

The Quest 

After the Heroes are done trying to recall what 
happened to them, they either go back to the shop 
or Dolraf finds them at whatever inn they stay at. 

He explains the errand that he would like them to 
do for him. 

What he explains: 

Recently I received information that an heirloom of 
Gondor may have been found. I would like you to go 
find it and bring it back to him. The heirloom is 
important to Gondor, and in this dark time, may 
bring new hope to her people. 

He explains that he is an advisor to the Steward of 
Gondor. The Steward and he had discussed the 
matter, and it was decided that he should over see 
the retrieval of this heirloom. Since all of Gondor's 
able-bodied people are already busy with the duties 
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inherent in maintaining the realm, he has had to 
find other means by which to retrieve this heirloom. 

The item that they will be looking for is a ring, 
its band is of scalloped gold set with diamond chips 
and a large faceted ruby sparkles atop it. If asked 
why it is so special, he answers simply that "it helps 
the wearer archive what their heart desires most." 

It is believed to be at Emyn Arnen, in Ithilien. This 
land used to be a part of Gondor, before the Nazgul 
conquered Minas Ithil and brought ruin to Ithilien. 
He is happy to provide a map of the of the area, if 
the heroes need it. He can also provide horses or a 
cart to help speed them in their travel. He also will 
provide a signet to prove that the heroes are in 
Ithilien with the permission of the Steward of 
Gondor. 

Once the heroes have accepted this charge, he 
leaves them with the following: 

This is no easy task that I ask of you. It will be 
fraught with danger, but for the sake of Gondor it 
must be done. It will require individuals with many 
skills and quick wits to avoid the notice of The 
Enemy and return safely with this prize. Once it has 
been returned to it's proper place it could be the 
spark that lights the beacon of hope which will 
banish the darkness from the realm of Gondor. You 
have proven yourselves by escaping Fangorn forest 
unharmed. You must truly be skilled individuals. 

The Journey 

They are able to get to Ithilien without problems. 

As they travel through Ithilien to Emyn Arnen, 
they are come upon by Gondorian Rangers during a 
patrol. The rangers stop and question them, but 
once they produce the signet given to them by 
Dolraf, the rangers let them continue on their way. 
Depending on how late in the Third Age this 
campaign takes place, the heroes might run into a 
roving group of ores, or if this is close to the War of 
the Ring, they might see a group out of Harad going 
to the Black Gates. 
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Upon reaching Emyn Arnen, the heroes find several 
homesteads that have been decimated by time* 

There is also a large cave that has a foul smell 
coming out of it* The cave is home to a troll* This 
troll is guarding the ring that Dolfaf is interested in, 
along with the rest of his small horde* Stats for the 
hill troll can be found Fell Beasts and Wondrous 
Magic (p* 44)* The narrator can determine what 
the rest of the hoard consist of* 

The Return 

The return to Minas Tirth is uneventful* Upon 
presenting the ring to Dolraf, he examines it very 

Background 

The patron is a vampire who is manipulating the 
Steward* The PCs saw him do something on the 
street/in a shop that he is afraid will cause problems 
for him in the future* He also feared that killing 
them out right would make his job harder or raise 
questions he didn't want to answer* Instead, he 
went to each of them while they slept and cast the 
Command spell on them* He had them pack up and 
go to his minon/apprentice's shop where he gave 
each of them a sleeping poison and cast the spell 
Forgeting on them* After that the minon/ 
apprentice loaded them in his cart and drove them 
to Fangorn* He continued to give them doses of the 
sleeping poison on the way. When they reached 
Fangorn, he allowed them to start to wake then used 
the spell Command to order them to walk into the 
forest and then go to sleep* Next he drove up the 
road to the north and waited* He used a beast spell 
on a bird to have the bird let him know when the 
PCs got out of Fangorn* When the bird let him 
know that they had left the forest, he drove his cart 
on down past where he had them enter* He picks 
them up and takes them back to Minas Tirth* Once 
there he introduces them to his patron who has a 
task for them* 

The ring that the patron would like them to find is 
the Ring of Desire* The right was last seen being 
worn by the second son of a Steward* This 
impulsive son desired glory and power* In his desire- 
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closely and then states that he is afraid that it might 
have been corrupted from it's long stay in the troll 
hoard* He is going to have to spend some time 
trying to find a way of restoring it to it's proper glory* 
He gives the party some small amount of gold and 
silver in payment for their services* 

If this is a jumping off point of a new campaign, he 
could have another errand that he needs help with* 
This one would take them at least out of Minias 
Tirth, if not out of Gondor entirely* 


induced state he belived that he could a) single- 
handily reclaim the homeland of the Stewards 
(Emyn Arnen) and b) that by doing so, his father 
would declare him heir over his elder brother* 

When he reached Emyn Arnen, he quickly was 
killed by a cave troll and never heard from again* 

Once the patron has the ring, he is going to give it 
to another advisor to the Steward* He feels that the 
Steward might be listening to this other advisor to 
much* Because of this, he fears that he might lose 
control of the Steward* 



by John Howe, © 2002 
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Fan Flavour 

New Items and Equipment 

Shadow Cleaver 


Description 

This Beautiful and Terrible Long Sword was forged 
by Almare in Year 31 of the Sun. Almare is a 
Master Smith who was taught at the feet of Aule 
in Aman where he was born. It is in the pattern of 
a Gonhirrim hand and a half. The Blade is long, 
clean of line and tapers to a fine thrusting point; a 
wide burnished fuller runs the length of it. The 
fittings on this sword are of burnished steel with 
silver trim. Both the grip and scabbard are 
wrapped in dark green leather and trimmed with 
silver wire. The scabbard also has fittings in silver 
and pearl inlay. It has a hollow pommel in which 
is set a large pearl. Its balance is perfect. 

Just above the hilts on either side of the blade are 
Runes for Aule and Varda, inlaid with Silima so 
that they always give off a soft light. Almare's 
own rune is also placed in diminutive form next 


to each Valar's rune, inlaid with gold. The blade 
itself has both Runes and Tengwar engraved in it. 
In Sindarin, using Tengwar, it reads “ I am named 
the Shadow Cleaver, naught of the Shadow may 
face me and not be sundered.” The crossguards are 
also engraved; on the Aule side, it reads, “Forged 
by Almare in Nargothrond at the behest of King 
Finrod;” on the Varda side, it reads as” I am 
Baradir's Sword, a Noble and Mighty Gift from 
King Finrod Felagund” 

Mounted in the pommel is a lustrous pearl of 
Aman. It was a gift from the Teleri of Alquande in 
better times. Master Nildwe is the Jewelsmith that 
crafted it and enchanted it. Writ around the 
mounting is the following, “In deepening 
Shadows, call upon Varda's Blessing;” on the 
outside of the pommel is writ, “Crafted by Master 
Nildwe of Nargothrond”. Below the pommel is a 
free rotating lanyard ring, no lanyard is attached. 


Character 

This sword is true to its purpose. When being 
borne to war or action of any kind, it swings 
easily from the hip, never snagging or tangling 
anything, always readily at hand and always 

System 

The Sword, having all the common Noldorin 
enchantments (Preservation, Evoke Awe, 
Finding and Returning, and Victory; all as run 
cannot be stained, blunted, nor broken by 
Will Tests. 


silent.. In times of peace or restfulness, it becomes 
less easy to bear, often being a little out of place. If 
hung on a wall, it will perpetually slide to an odd 
angle, suggestive of being on a belt. 

anything save perhaps Melkor himself. It is 
the embodiment of a true Noldorin Masterwork 
in all respects. As such, it grants the following: 
2d6+8 Damage, +3 to Armed Combat, +3 to 



Special Abilities 
Elven Power 

When displayed along with Noldorin Armour, the 
bearer receives a bonus to their Inspire and 
Intimidate test equal to their Bearing. 


Pearl 

When Varda is invoked, the pearl and the sword 
cast forth light as bright as a bonfire and as pure 
white as the moon's. 
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“ Shadow Cleaver” 

Opponents' Armour has half of its protection when 
struck, Iron has half its strength to resist this sword's 
blows. 


Orcs’ Bane 

Ores know it as Bright Fang; they fear it and will try 
to pull down the bearer, +10 to intimidate tests vs. 
ores. 


“Readily at Hand” 

Grants the use of the Quick Draw Edge when in 
combat, but not at any other time. 



The Trailwise Armour of Almare 

Description 

Certainly one of the finest hauberks of Chain and 
Plates ever forged, exquisitely fine mail and 
wonderfully embellished plates are crafted in an 
aesthetically harmonious manner that is pleasing to 

Character 

This Armour lies lightly upon its wearer, never 
binds, and it is surprisingly quiet. In battle, its 

System 

The armour has the Standard Noldorin Armour 
Enchantments (Armour Preservation, Evoke Awe, 
Finding and Returning), and is virtually 

Special Abilities 
Elven Power 

When displayed along with Noldorin Weapon, the 
bearer receives a bonus to their Inspire and 
Intimidate test equal to their Bearing. 


the soul. The themes of the embellishment are of 
the Two Trees, the forests of Valinor and of Aule, 
Orome , Tulkus and Varda. It is surprisingly light 
and strong. 

wearer appears as a fey and terrible foe full of wrath. 


indestructible. It also grants the following: +5 to 
Intimidate the Servants of Shadow, Armour value of 
9, +3 defense, no hindrance at all, weights 20 lbs. 
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SlLMARUSSE ~ Sword of the Silvery light, Sword of Telperion’s Light 


Description 

This Sword was forged in Aman by 
Almare, an Apprentice Smith of the 
Noldor. It is his first Masterpiece, 
crafted beyond his talent, it would 
be decades before he could forge its 
equal- In pattern, it's a Raenvago 
long sword with a hand and a half 
hilt- Light and exquisitely 
balanced, the Blade is enchanted 
with Tengwar in Quenya, both 
Blessings and Fealty to the House 
of Fin we- The root of the Blade 
has an image of Telperion one side, 
done in Silima so that it always 
glows softly- 


/ 



The hilt itself is engraven with the leaves of 
Telperion- The pommel is in the shape of 
one of Telperion's flowers, set with a 
Noldorin gem (in appearance like a very 
light blue star-sapphire, and enchanted 
after the manner of the Noldor to hold 
and cast forth the Light of Telperion, 
crafted by one of his Masters, Mahtan he 
who was the teacher of Jewel Smithing, 
and many other things to Feanor-) In this 
jewel remains the true essence of the Light 
of Telperion- On one side of the 
Crossguards is Almare's Rune and on the 
other is Mahtan's. 


Character 

Like its brother, it is warm to the hand, easing to the Telpirion- It gives its user a sense of strength when 

soul, it is a piece of Aman and the light of the lost faced by Melkor's fiendish servants. 


System 

The sword has been bestowed with the Standard 
Noldorin Enchantments (Preservation, Evoke Awe, 
Finding and Returning, Victory, and Guarding; all 
in runes)- As a Masterwork blade, it grants the 

Special Abilities 
Shadow's Bane 

Servants of the shadow will have to make a 
Willpower test TN 10 or spend 1 Courage point, 
else they be driven off by the light within the blade. 
It also grants the bearer +5 to Will test to resist 
Shadow. 

Elven Power 

When displayed along with Noldorin Armour, the 
bearer receives a bonus to their Inspire and 
Intimidate test equal to their Bearing. 


following: 2D6+6 standard damage, 3d6+6 against 
greater servants of Melkor, 1/2's armour, +3 to 
Armed Combat, +3 to Defense. 


Orcs' Bane 

Known as Reaper to the Ores, they fear it and will 
try to pull down the bearer, +10 to intimidate tests 
vs. ores. 
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LUARUSSE - Sword of the Golden light, Sword of Laurulion’s Light 


Description 



This Sword was forged in Nargothrond by 
Almare, an Journeyman Smith of the 
Noldor, in service to King Finrod. This 
is his second Masterpiece, it is the 
unerring brother of Silmarusse. In 
pattern, it's a Raenvago long sword 
with a hand and a half hilt. Light and 
exquisitely balanced, the blade is 
inscribed in Tengwar with both 
Blessings and Oaths of Fealty to the 
House of Finwe. 

The root of the Blade has an image of 
Laurulion on both sides, done in Silima 
so that it always glows softly; the 
crossguards are engraved with the leaves 
and blossoms of Laurulion, Almare's rune is 
located at the crosspeice on one side, Master 


Mahtan's on the other; in small Tengwar it 
says"Forged in Nargothrond," The 
pommel is crafted to look like one of 
Laurulion's flowers, in it is what looks 
like a yellow diamond. It is enchanted 
to bear the Light of Laurulion, crafted 
by one of his Masters, Mahtan, he 
who was the teacher of Jewel 
Smithing, and many other things to 
Feanor, In this jewel remains the true 
essence of the Light of Luarulion, 
This Jewel was crafted at the same 
time as Silmarusse's was and given to 
Almare by Mahtan, who had seen a 
foreshadow of what might be, and that a 
Brother Blade would yet be crafted. Fifty- 
two years later it was, in Beleriand, 


Character 

Warm to the hand, easing to the soul, it is a piece of 
Aman and the light of the lost Laurulion, It gives 
its user a sense of strength when faced by Melkor's 

System 

The sword has been bestowed with the Standard 
Noldorin Enchantments (Preservation, Evoke Awe, 
Finding and Returning, Victory, and Guarding; all 
in runes). As a Masterwork blade, it grants the 

Special Abilities 
Shadow's Bane 

Servants of the Shadow will have to make a 
Willpower test TN 10 or spend 1 Courage point, 
else they be driven off by the light within the blade. 
It grants its bearers +5 to Will test to resist Shadow, 

Elven Grace 

For an Age, it was the sword of King Finrod's 
Herald, and has come to reflect his talents. Grants 
its bearer the Honey Tongued and Honor's Insight 
edges. 


fiendish servants. Unlike its brother, its bearer finds 
himself particularly at ease in courtly and diplomatic 
situations. 

following: 2D6+6 standard damage, 3d6+6 against 
greater servants of Melkor, +3 to Defense, +3 to 
Armed Combat, and +5 to Inspire tests. 


Elven Power 

When displayed along with Noldorin Armour, the 
bearer receives a bonus to their Inspire and 
Intimidate test equal to their Bearing. 
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What’s Out There 


This is a list of Web sites along with Decipher's official Web sites. We have found they supply useful Lord of the Rings game 
information. 


The Hall Of Fire Webzine 

http://halloffire.org 

The Hall Of Fire Wiki 

http://wiki.halloffire.org 

The Hall of Fire Forums 

http://fourms.halloffire.org 

The Mad Irishman 

http://www.mad-irishman.net 

The Last Alliance 

http://thelastalliance.com 

Rpg Tools For Decipher’s Coda Games 

httn:// 2 rouDS. vahoo.com/groun/rD 2 tools/ 

Encyclopedia Of Arda 

http://www.2lvphweb.com/arda/default.htm 

Fan Modules For Middle-Earth 

httD:// 2 rouDs.vahoo.com/grouD/fan-modules 

The Steward And The King 

http://www.stewardandking.net 

The Tower Hills 

httn://homenage.mac.com/ieremvbaker/towerhills 

Chronicles Of The North 

http://rpg.avioc.org/ 

Trek-Rpg.net 

http://forum.trek-rpg.net/index.php 

MERP.com 

http://www.merp.com 

Coda Webzine Repository 

httD://erouDs.vahoo.com/groun/coda webzine 

Other Minds Magazine 

http://www.othermindsmagazine.com 

The One Ring.Com 

http://www.theonering.com/ 

Lord of the Ring RPG Archive 

http://www.wix.com/skinnerman02/lord-of'the-rp2- 

The One Ring.Net 

http://www.theonering.net 

archive 



Calling All Gamers! 

Interested in submitting... 


A mini or side adventure? 
New creatures, or fell beasts? 
New Orders or Elite Orders? 


Racial / Order packages? 
NPC's? 


Weapons / equipment / magical items? 
Fan Art? 


If so, write to us for details on submission submissions@halloffire.org with 'Fan Content' in the subject line. Please include your 
name and/or pseudonym (handle/online identity) and email address(es) with which one of our editors may contact you. 


Please note that if you would like to submit a mini-adventure, Decipher will not consider it for publishing. 

Fancy yourself a writer or artist and would like to contribute to the webzine? 

If so, write to us at submissions@halloffire.org with 'Writer' in the subject line. One of the editors will get back to you with details about 

writing for THE HALL OF FIRE. 

Want to know what the submission guide lines are? 

Visit http://wiki.halloffire.org/Submission Information for the current submission guide lines. 

If you would like to post an advertisement for: 

• A local or online RPG that you are hosting 

• An RPG convention or tournament 

• Or any events pertaining to The Lord of the Rings RPG 

Write to us at ads@halloffire.org with 'Ad' in the subject line along with your advertisement. The advertisement must be less 
than 100 words and any graphic to go with it must be no more than 1' x 1'. 
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